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FROM THE PUBLISHER 



A NEW YEAR FOR NEW-GEN 


n nother year of games is behind 
us, so it's time for the editors of 
Walmart GameCenter magazine 
to look back and choose our favorite games 
in a variety of categories. 

The editors played hundreds of games 
last year, and narrowing them down to these 
few winners was no easy task. We're pleased 
with our choices, though, and we think you 
will find a few surprises as well. 

What are the best RPG, adventure 
and sports games of 2014? What system 
exclusives rose above the rest? Our awards, 
including our choice for Game of the Year, 
start on page 32. 

Winter is the perfect time of year to pick 
up that title you've been meaning to play 
or discover something new that slipped 
through the cracks, and every one of the 
games we featured is one we'd gladly play 
again. 

The same applies to our game of the 
month (page 44). Dragon Age: Inquisition 
may be the third installment of BioWare's 
fantasty RPG series, but you needn't have 
played the previous ones to appreciate the 
hundred-plus hours of gameplay here. 

We were impressed by the depth of 
inquisition and how every little thing you 
do plays into the game's big picture. It 
exemplifies the gameplay we long to see 
more of. 


Of course, we don't want to spend too 
much time looking back when there are so 
many exciting things to look forward to. We 
know you want to hear about the games 
coming in the months ahead, so we started 
our previews of 2015 games with some 
heavy hitters such as Dying Light, Mortal 
KombatX, and The Witcher 3: Wild Hunt, 
just a few of the great titles due to hit store 
shelves early this year. 

Lastly, it's also time to thank all our 
readers, both old and new.The magazine 
is starting its fourth year and we couldn't 
be more excited about what lies ahead. 
We've had a peek at some of the great 
games coming later this year, including 
Halo 5: Guardians, Uncharted4, and the new 
Legend ofZeida game for Wii U, and we're 
convinced this is the year the new genera¬ 
tion of consoles will start to hit its stride. 

We've also begun making plans for this 
June's E3, where we expect to find a pletho¬ 
ra of new titles for this year and beyond. As 
gamers we're always thinking ahead and 
getting ready for the next "big thing." 

So keep tuning into Walmart GameCen¬ 
ter magazine and we'll keep covering the 
hobby you love, in order to keep you at the 
center of everything gaming. 

STEVE HARRIS 
PUBLISHER 
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GAMING NEWS, NUMBERS, AND GOSSIP 


fter a countless number of rumors, speculation, and will- 
they-or-won't-they uncertainty, Capcom made it official in 
December: Street Fighter Vis coming, and it'll be a major leap 
forward in the history of the world's biggest fighting-game franchise. 

At Sony's PlayStation Experience in Las Vegas, the company revealed 
Street Fighter V as well as the game's first two characters, Ryu and Chun- 
Li, in a short gameplay clip. A week later at San Francisco's Capcom Cup, 
the finals for Capcom's Ultra Street Fighter iV worldwide tournament, 
fighting-game-community legends Peter "Combofiend" Rosas and Mike 
Ross squared off in two special bouts of an early version of Street Fighter 
V, which features the same 3D gameplay as its predecessor. 

A similar battle between Daigo Umehara of Mad Catz and Bruce 
"GamerBee" Hsiang of AVerMedia is scheduled at the Taipei Game Show 
in Taipei, Taiwan, at the end of January. 

Development of Street Fighter Vis still very, very early at this point; 
even the main elements of the interface are far from being finished. 
Nevertheless, many features already are apparent. Fights are more dra¬ 
matic and intense, with strong hits and more impressive special moves 
than ever. Both Ryu and Chun-Li character models are far more detailed 
than in any previous Street Fighter game, and the world around them 


comes alive with elements both big and small: Walls can be smashed to 
increase the arena's size; a bowl of ramen dropped onto Chun-Li's head 
after she fell into a shelf. 

One of the most interesting additions, however, is the tease of new 
elemental-infused attacks for the characters. At one point, Chun-Li 
caused water to float up and around her, which allowed her to execute 
a selection of moves she previously didn't have access to. One of the 
biggest shocks of the night came with a tease of a third member of 
Street Fighter Vs roster: Charlie, Guile's long-lost friend from the military 
who made his debut in Street Fighter Alpha. It's not yet clear which other 
Street Fighter characters might return for encore performances, but there 
are rumors that only 16 fighters will be included. 

Capcom has been full of surprises when it comes to Street Fighter 
V. After announcing it will be bringing Ultra Street Fighter IV to the 
PlayStation 4 in 2015, it also stated that Street Fighter Vwii be exclusive 
to Sony's current console and PCs — and that players on both platforms 
will be able to face off against each other. 

With the team at Capcom working with the folks at Sony on the next 
major chapter of the Street Fighter franchise, the sky's the limit for what 
they'll be able to accomplish on a new generation of hardware. 



NUMBERS 

30 Years developer Naughty Dog, originally 
known as Jam Software, has been making 
videogames. 

Number of players who will be able to team 
up for Grand Theft Auto Online's Heists mode 
when it's added to the game early this year. 


12,300 Number of special PlayStation 4 
consoles Sony released for the 20th anniversary 
of the original PlayStation, which launched on 
Dec. 3 in Japan. 

12.8 million Players who tried out 
Bungie's latest series, Destiny, by the end of 2014. 

00:18 lO? New world record Swedish 
player Joel "Jodenstone" Ekman set for speed¬ 
running The Legend ofZelda: Ocarina of Time. 
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RALPH BAER, INVENTOR OF HOME VIDEOGAMES, 
DIES AT AGE 92 


I t's always sad when the world of gam¬ 
ing loses someone of importance, but 
the recent passing of German-Ameri- 
can engineer Ralph Baer hits especially hard. 
Baer is credited for inventing, patenting, 
and helping to release the very first home 



game console that connected to a television 
— leading some to dub him "the father of 
videogames." 

Prior to Baer's efforts, the early era of 
videogames was centered around dedicated 
hardware that came with its own built-in 
displays. Baer had the idea to develop a 
device that could be attached to a family's 
television set, playing a variety of games 
determined by which physical cartridge was 
inserted into the unit at the time. 

Baer detailed his ideas and then set 
about to built a prototype during his 
employment at defense contractor Sanders 
Associates. His Brown Box machine was 
licensed to electronics giant Magnavox in 
1972. Dubbed the Odyssey, the console 


was the first of its kind, and it went on 
to have modest success, selling 330,000 
units and supporting just shy of 30 games. 
Baer would later have a hand in a variety 
of different projects and found success in 
his other creations, such as the electronic 
memory game Simon. 

The little device that Baer saw to fruition 
went on to influence other companies, 
helped launch a home-gaming revolution, 
and laid the groundwork for so much of 
the videogaming market that we now have 
today. So, from all of us here at Walmart 
GameCenter, we thank Mr. Baer for every¬ 
thing he brought to the world throughout 
his life, and we extend our condolences to 
his friends and family. 


TELLTALE AND MOJANG TEAM UP FOR 
MINECRAFT: STORY MODE 



hen Microsoft acquired Minecraft 
developer Mojang for $2.5 billion, 
many wondered what the first 
results from that purchase would be. It seems 
we might now have an answer. 

After teasing its next upcoming adventure- 
game project,Telltale Games revealed the title 
would be Minecraft: Story Mode, a new series 
that will provide a unique spin on the block¬ 
buster world-building franchise. 

At this point, you're probably asking the same 
question we are: How, exactly, do you make 
an adventure game built around the Minecraft 
universe? Well, we don't quite know the answer 
to that just yet — but Mojang has released a few 
teases to let fans know what to expect. Story 


Mode will be a "narrative-driven videogame" 
created by Telltale, one being made in collabora¬ 
tion with various members of the community to 
make it "as Minecraft-y as possible." Both teams 
make it clear that this won't be any sort of add¬ 
on or expansion of the current Minecraft game; 
it’ll be its own full release. 

"We're not intending on creating an'official' 
story for Steve or explaining the world of 
Minecraft in detail," Mojang explained. "It will be 
a cool game." 

What's not clear yet is when exactly 
Minecraft: Story Mode will be available to 
purchase. It should be coming in 2015, however, 
and will be available for Xbox, PlayStation, and 
PC platforms. 
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GAMING GOSSIP 


ROADS? WHERE WE'RE GOING , WE... ACTUALLY DO 
NEED ROADS. PAVED WITH AWESOME GAMES, THAT IS! 


hile 2015 may not bring us the 
hoverboards and flying cars and 
self-drying jackets that Marty Mc- 
Fly enjoyed, it's already looking to be a more 
exciting 12 months of gaming than the year 
that's slowly fading away in our DeLorean's 
rearview mirror. So come with Doc Quarter- 
mann ... to the future of gaming! 

Are you ready for the Quartermann to spin 
another tale of details leaked on someone's 
digital resume? This time, our story centers on 
a young lad named Michael Knowland, who 
was previously employed as a lead charac¬ 
ter artist for one of the most famous game 
studios around: Naughty Dog. When updating 
his Linkedln page, he mentioned that he had 
been working on Uncharted 4 and an “unan¬ 
nounced triple-A game." We all know the Dog's 
juggling multiple projects at once, so nothing 
too scandalous there — until an update 
announced "one month prototyping head 
sculpts"for a little something called The Last 
of Us 2. You'd better hope there are no clickers 
around Knowland, because that's sure a lot of 
noise to be making. Really, the bigger surprise 
would be if Neil Druckmann and company 
weren't making a sequel to their blockbuster 
hit, but I'm sure the suits at Sony are none too 
happy that one of their potentially shocking 
E3 reveals won't have quite the voltage they 
hoped ...Turning my sights to a different kind 
of return, I gaze longingly at Patrice Desilets, 
the ex-Ubisoft game designer who's responsi¬ 
ble for giving the world Assassin's Creed. Many 
— including your ever-faithful Q-Mann, who 
likes to consider himself a master of dropping 
mad historical knowledge — have been 


wondering what he would have in store for us 
next. Well, it seems he's charting his course at 
his new studio, Panache, recently announc¬ 
ing that the company's first project will be a 
"third-person historical action-survival game" 
that'll be at a "triple-A" level. Desilets had 
been working atTHQ's Montreal division on 
a project titled 7666, which promised to put 
players in a re-creation of 17th-century Am¬ 
sterdam. While ownership of 7666 is currently 
in the hands of Ubisoft after its acquisition of 
THQ Montreal, Desilets has let it be known 
that he'll fight tooth and nail with his former 
employer to get back the rights to the game... 
And finally, I couldn't help but end with a feel¬ 
good moment thanks to Mr. BioShock himself, 
Ken Levine. It's always fun to hear a developer 
wax poetic about another company's creation, 
and recently, it seems Levine fell under the 
spell of a release many of us love: Middle- 
earth: Shadow of Mordor."By breaking down 
the elements of character into small chunks 
and re-combining them based on random¬ 
ness and, more important, responses to the 
player's choices, Shadow of Mordor tells a story 
that could never exist in another medium," he 
wrote on the story-sharing website Medium. 
"Players can choose their own paths, not by 
selecting from a list of three or four predeter¬ 
mined options, but by making decisions in 
an endlessly combinatorial gameplay system. 
It's chess meets Hamlet ." Levine signed off by 
noting that games like these are "baby steps 
toward realizing the kinds of stories that 
games can uniquely provide,” but I now can't 
help wonder if he'll be taking a few steps of 
his own down this path in the future... S 
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"Evolve is a 4-versus-1, cooperative, competitive shooter set in a sci-fi universe that tasks 
four hunters with tracking down and destroying a giant, player-controlled monster. They 
need to do this as quickly as possible because the longer the monster roams free, the more 
powerful it becomes. As the monster feeds, it builds up energy that allows it to evolve, and 
it can eventually become a massive 25-foot-tall apex predator, at which point the hunters 
become the hunted. But while Evolve has some similarities to one of our previous games, 
Left 4 Dead, it's faster paced, and the level of cooperation that the hunters have at their 
disposal goes far beyond any game I can think of. We also drew inspiration from such mov¬ 
ies as Predator, Alien, King Kong, and Godzilla, which helped inspire the core idea, while the 
late-'90s Deer Hunter game series got us thinking about how we'd do tracking and hunting." 

—PHIL ROBB, CREATIVE DIRECTOR AND CO-FOUNDER, TURTLE ROCK STUDIOS 










■ RELEASE DATE 03.24.2015 


Though already available on new-gen consoles, Grand Theft Auto V has finally come to the 
PCs. But this isn't the same open-world crime drama you've already played. In this update, the 
graphics have been overhauled, with the PC edition supporting 4K resolution and three- 
monitor setups. But the biggest change is that you can now opt to play Grand Theft Auto V in 
the new first-person mode, putting you in the heads of the game's three main characters. You 
can play the entire game this way or from the classic third-person perspective, but you also 
can set the game to switch between the camera views automatically. That means you'll be in 
first-person mode when you're shooting up the joint but in third-person when you duck for 
cover because the joint is shooting back. The game's release was delayed from January, with 
Rockstar's promise that "these few extra weeks will be worth it." 











From the good people behind Demon's Souls and Dark Souls, including director Hidetaka 
Miyazaki, comes yet another strategically challenging hack-and-slash, action role-playing 
game. But while those titles took place in a Tolkien-esque fantasy realm, Bloodbome is set 
in Yharnam, a gothic city that recalls the works of Jules Verne and H.G. Wells, with a bit of 
H.P. Lovecraft thrown in for good measure. Exploring both the streets above and the ruins 
below the city, you'll hack, slash, and shoot crazed residents and horrifying monsters. But 
while Dark Souls II had you taking a more defensive posture, Bloodborne has a faster pace 
and often has enemies coming at you in large groups, requiring you to take a more aggres¬ 
sive approach. Of course, the big draw here is the considerable challenge, which Blood- 
borne will deliver in spades. 
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■ PLATFORMS XBOX ONE, PS4,360, PC 


"In a nutshell, The Crew is a massive, open-world action racing game set in the whole of the 
USA. And thanks to our extensive customization options, your driving playground isn't just 
the city streets but also all of the countryside off-road adventures you can handle. Even bet¬ 
ter, the whole game has seamless multiplayer so that other players can be met, challenged, 
or recruited into your crew on the fly. It's a concept that our team has been working on for 
a couple of games now, starting with Test Drive Unlimited in 2006. Of course, if you've ever 
taken a long road trip around the country, you know a lot of it is kind of featureless and 
boring. So, our take was to extract the essence of what makes the United States the perfect 
driving playground: the exciting city streets, thrilling off-road races across canyons and 
snowy mountain passes, as well as high-speed duels through forests." 

—JULIAN GERIGHTY, CREATIVE DIRECTOR, IV0RYT0WER 
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"Captain Toad: Treasure Tracker is a game where each world is a maze-like mini-universe, and 
players twist the camera to reveal hidden locations and other secrets, while Captain Toad 
and Toadette take turns being treasure hunters. Because each level is its own puzzle, that 
gave our developers a broad range of options to explore and to create more than 70 new 
challenges for players. You can use the Wii U GamePad to help you explore — say, by tap¬ 
ping enemies to stun them or blowing into the microphone to reveal hidden coins, which 
are often part of completing stages' unique challenges. This is also the first time fans can 
play as Captain Toad in his own game, and he explores these worlds in a very different way 
than Mario or Luigi would. Our development team in Tokyo was excited to expand on the 
Captain Toad ideas they originally introduced in Super Mario 3D World!' 

—BILL TRINEN, DIRECTOR OF PRODUCT MARKETING, NINTENDO OF AMERICA 
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<* CALL OF DUTY: 

ADVANCED WARFARE 


As you can probably imagine, the people 
making Call of Duty: Advanced Warfare are a 
creative bunch. Well, most of the time, anyway. 
"While making Advanced Warfare, we would 
refer to it by the codename Blacksmith, a refer¬ 
ence to Sledgehammer Games," Schofield says. 
Which is why no one guessed that the studio 
that helped make Call of Duty: Modern Warfare 
3 might possibly be making their own. C.O.D. 
Well, except everyone. 


-\marf 




BYPAULSEMEL 


I f there's been one constant in the Callof Duty games, it's that you shoot peo¬ 
ple from the first-person perspective. But if there's been a second constant, it's 
that there's always enemy intel hidden in the darkest of corners. Which is why 
— after talking to Sledgehammer Games' co-founder/studio head of development 
Michael Condrey and co-founder/game director Glenn Schofield — we weren't 
surprised to learn that both Call of Duty: Advanced Warfare and Sledgehammer have 
some secrets of their own. 








Such creativity doesn't just apply to the names 
on internal documents, it extends to the 
names inside Advanced Warfare as well. "When 
it came to naming the character of Jack Mitch¬ 
ell [the character you play as], Bret Robbins, 
who's our creative director and writer, named 
him after his son," Condrey says. 



While we were goofing on the Sledgehammer 
kids in the first two blurbs, this third one is a 
bit silly: “The license plate on the van in the 
campaign level 'Collapse' is a special call out to 
SHG. As in Sledgehammer Games," Schofield 
says. We're glad they didn't call the studio Silly 
Tech Under Personal Integrity Developers. 



I think it was Frank Zappa who said, "Neces¬ 
sity is the mother of invention." But while I 
might be wrong about that, it doesn't make 
it any less true. Condrey says, “When we were 
filming a scene with Kevin Spacey [who stars in 
Advanced Warfare] in which he hands his busi¬ 
ness card to you, the player, the actually card 
he used as a prop was mine." 




In Advanced Warfare, one level of the cam¬ 
paign, "Fission," takes place in a power plant in 
the woods outside Seattle, a very different set¬ 
ting than what was originally planned."'Fission 
was originally designed to be a power plant on 
the coast of Africa," Condrey says. 



In another campaign level,"Induction/'you'll 
see a six-legged walking tank in action.The 
idea for this, Condrey says, didn't come from 
science fiction or even the walking talk thing 
in Call of Duty: Black Ops //."It's actually based 
on a real six-legged walking vehicle that NASA 
is building to mine asteroids. In fact, all of the 
technology in [Advanced Warfare] is based on 
real tech being developed today," he says. 



Clearly, the real winners of the Sledgehammer 
Games Game Jam are people like you, the 
players of Advanced Warfare (especially since 
that car door thing can save your life). But it's 
not the only way the good people at Sledge¬ 
hammer Games try to help others. "We have 
charity poker matches to raise money for our 
charity of the month," Condrey says. 



While Sledgehammer Games might do what 
it can to help people, that niceness doesn't 
always apply to how they treat each other. 
"We once covered every available surface of 
Michael's office with aluminum foil," Schofield 
confesses. “But it didn't stop there. When we 
were done, we added a layer of Post-It notes." 
That reminds me: Never give Schofield the 
keys to my home. 



Between making Advanced Warfare, playing 
poker, coming up with new ideas, and 
making Condrey's office look like a baked 
potato, you'd think Sledgehammer folks 
would have no time to do anything else. Not 
true, according to Schofield: "Steve Matulac, 
our lead co-op producer, is a fifth-degree 
Judo black belt who was on the 1984 Olympic 
training team, was ranked third in the 
country, and has won regional competitions, 
while our audio director, Don Veca, plays bass 
and drums in a jazz band called The Bacchus 
Brothers, and who frequently play at a local 
Mediterranean restaurant." 
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BEST ACTION 

BAYONETTA 2 

■ PUBLISHER NINTENDO 

■ DEVELOPER PLATINUM GAMES 

While Nintendo has had its share of surprising 
collaborations with other developers through 
the years, it's hard to think of any quite as 
shocking as the publisher's teaming up with 
Platinum Games to bring Bayonetta2 exclu¬ 
sively to the Wii U. Nintendo's consoles aren't 
known for being the place to find the hardest of 
the hardcore action games, and we can't help 
but picture the wonderful awkwardness that 
would ensue if Bayonetta herself were to show 
up unannounced at one of the Mushroom 
Kingdom's holiday parties. 

Nintendo couldn't have made a better 
choice than Bayonetta 2, however. The team at 
Platinum has become known for their knowl¬ 
edge and skills in crafting well-designed action 
romps, and this latest chapter in the life of the 
Umbran Witch may just be their finest effort yet. 

The original Bayonetta still stands as a 
beloved classic, but its sequel does everything 
better, then finds ways to throw in a few new 
twists. You'll find some of the smoothest 
gameplay of this or any year when you ma¬ 
nipulate Bayonetta as she runs, jumps, and at¬ 
tacks an endless array of foes. The deep roster 
of attacks and special moves keeps the action 
exciting, and the mix of regular enemy en¬ 
counters and boss battles creates a challenge 


large enough to encourage your return, once 
your skills have improved, to earlier stages to 
improve your score. 

Even with Bayonetta 2's gaming excellence, 
the quirky charm of its cast and situations 
cement it as an undeniable classic — not to 
mention our best action game of 2014. 

BEST RPG 

DRAGON AGE: 

INQUISITION 

■ PUBLISHER ELECTRONIC ARTS 

■ DEVELOPER BIOWARE 

When it comes to everything you'd want in a 
sequel, Dragon Age: Inquisition delivers. It might 
not reinvent the role-playing game, and it 
doesn't even deviate from the series' own for¬ 
mula that much. But everything it does, it does 
amazingly well, and it went bigger and better in 
every way when compared to its predecessors. 

Exploring Orlais and Ferelden is a multi¬ 
hour romp through diverse landscapes and 
across massive swathes of land that make the 


maps from previous games in the series pale in 
comparison. Companions new and old provide 
a variety of viewpoints on the events unfold¬ 
ing around you, and unique and entertaining 
interactions will have you laughing and crying 
alongside them as your decisions affect their 
digital lives. 

The best part of Inquisition, though? It's the 
role you directly play as the Inquisitor. Never 
before in the series have you had so much 
power to directly shape the world of Thedas. 

In previous Dragon Age games, your charac¬ 
ters were always reacting to the world around 
them. Now, you are the catalyst for many of the 
proceedings. 

You can control the action via the war table, 
which allows you to issue orders for troops to 
research items, build bridges to open up new 
areas, and eliminate would-be usurpers to your 
throne. Or you can sit on your throne and judge 
prisoners one by one, dishing out justice on 
a more personal level. Or you can still take a 
sword and shield, crossbow, or a mage's staff 
and enforce your will in a more visceral way. 
Never before have you had so many choices. 
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Add in the fact that there's nothing more 
satisfying than slaying a dragon, whether it's 
your first or your 10th, and it's easy to see why 
we chose Dragon Age: Inquisition as the best 
RPG of 2014. 

BEST PLATFORMER 

DONKEY KONG 
COUNTRY RETURNS: 

TROPICAL FREEZE 

■ PUBLISHER NINTENDO 

■ DEVELOPER RETRO STUDIOS 

For decades, Nintendo has been the undisput¬ 
ed king of the platformer, and that dominance 
can pretty much be attributed to one name: 
Mario. With Donkey Kong Country Returns: Tropi¬ 
cal Freeze, however, the Big N finally proved its 
banana-munching B-team could deliver thrill¬ 
ing, meticulously polished antics on par with 
anything the portly Italian plumber has to offer. 

Building on the solid foundation of 2010's 
Donkey Kong Country Returns, Tropical Freeze 
upped the ante in practically every respect. 
Visually, it was an absolute treat to behold. It 
took advantage of the Wii U's extra graphical 
horsepower to deliver a crisp HD look into DK's 
jungle climes, found exciting new settings and 
toyed with them in interesting ways. The Bright 
Savannah world gave us charming, sunny 
African grasslands filled with parade-float 
wildlife and baobab trees, then set them ablaze 
and hurled tornadoes our way. Watching the 
sun set and plunge a level into silhouette was a 
gorgeous change of pace — and a neat way to 
keep us on our toes with secrets that blended 
into the foreground. 


Ultimately, though, the heart of what makes 
Tropical Freeze such a blast is the loving atten¬ 
tion paid to all aspects of gameplay. Whether 
you're inching your way along every course on 
the hunt for hidden puzzle pieces or blasting 
through at top speed to climb the leader- 
boards, the control scheme — with its surpris¬ 
ingly deep set of moves and multiple, distinct 
playable characters — dovetails brilliantly with 
the level design to give the impression that 
the whole experience was built expressly to 
accommodate your platforming tastes. There's 
no wrong way to play Tropical Freeze, precisely 
because Retro put such care into making sure 
every approach felt just right. 

BEST SHOOTER 

W0LFEN5TEIN: 

THE NEW ORDER 

■ PUBLISHER BETHESDASOFTWORKS 

■ DEVELOPER MACHINEGAMES 

There's so much more to a shooter than just 
pointing a reticle at some bad guys and pulling 
the trigger to mow them down as you move 
through corridor after corridor. Interestingly 
enough, the franchise credited with pioneer¬ 
ing the genre reminded us of that this year. 
Wolfenstein: The New Order found a way to make 



its gunplay more fun by giving us the ability 
to duel-wield any and every gun, and did so 
after immersing us in a deep, character-driven 
narrative, at times giving all the Michael Bay 
explosions and larger-than-life Nazi abomina¬ 
tions a blatant backseat. 

The New Order finally explores protagonist 
BJ. Blazkowicz in a meaningful way after 
decades of his fighting the Third Reich, and the 
game does it in a way most of us wouldn't have 
seen coming. His 14-year-long coma gave him 
a "man out of time" quality that you rarely see 
in games, never mind shooters.This rebirth of 
sorts is fitting, as the slaughter of innocents in 
front of him finally compels Blazkowicz'dete¬ 
riorating body to snap back to attention and 
spring into action. 

The series has come a long way since its last 
iteration five years ago. The New Order adds 
stealth options to the gameplay, creating a 
dystopian "what if?" world where the Nazis won 
World War II, fleshing out characters new and 
old alike, filling you with hope for the newly 
formed Resistance movement and disgust for 
the maniacal General Deathshead. Wolfen¬ 
stein: The New Order elevates to new levels the 
franchise as well as the idea of storytelling in 
shooters in general, making it richly deserving 
of the title of best shooter of 2014. 

BEST HORROR 
ALIEN: ISOLATION 

■ PUBLISHER SEGA 
• DEVELOPER THE CREATIVE ASSEMBLY 

For as long as there have been videogames, 
companies have been making games based on 
popular properties. And ever since Atari nearly 
sank the industry in North America with the 
abysmal E.T.: The Extra-Terrestrial back in 1982, 
we've been getting movie tie-ins that we've 
wished we could permanently erase from our 

Alien: Isolation bucks that trend in a big way. 
Though we're hesitant to definitively call it 
the best videogame that's ever been created 
around a Hollywood film franchise, it's abso¬ 
lutely among the top. Games are typically more 
enjoyable when the care and dedication their 
developers put into them is apparent, and Isola¬ 
tion's quality shows there's no question this was 
a passion project for the team at The Creative 
Assembly. Whether it's the overall world design, 
the style and atmosphere, or even the little 
details such as the CRT computer screens that 
never quite work right, everything feels as if 
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it could've come directly off the set of Ridley 
Scott's 1979 horror flick. 

The true highlight of Alien: Isolation, 
however, is what takes places in those dark, 
way-too-quiet halls of Sevastopol Station. Un¬ 
like so many previous games based on Alien, 
Isolation pits you against one of the series' 
trademark terrors. Heroine Amanda Ripley 
doesn't go into every situation with guns blaz¬ 
ing, in part because she has almost no access 
to any weaponry that can even hurt the Alien. 
Instead, Isolation is a game of cat-and-mouse in 
which players must use their brains to outrun, 
outsmart, and outlast her hunter's neverend- 
ing pursuit — while simultaneously dealing 
with other threats, such as human scavengers 
and out-of-control androids. It's been quite 
some time since we've felt such a sense of fear, 
weakness, and hopelessness as we did in Alien: 
Isolation, making it an easy choice for our best 
horror game of 2014. 


BEST FIGHTING 

SUPER 5MA5H BROS. 

■ PUBLISHER NINTENDO 
I DEVELOPER SORA, BANDAINAMCO 

Whether or not Nintendo's venerable crossover 
brawler falls within the strictest definition of a 
fighting game is a hotly contested issue among 
fans of the genre, but no matter what you call it, 
there's no doubt this latest installment took the 
franchise to impressive new heights. 

By itself, the massive 49-character roster 
would've been enough to make this the most 
exciting Smash Bros, to date. Returning favorites 
such as Mario, Link, Kirby, and Samus are joined 
by some wacky and ingeniously designed 
newcomers, including the Villager from Animal 
Crossing, theTrainer from WiiFit, and that 
rascally dog from the NES classic Duck Hunt, 
accompanied by a few of his waterfowl friends. 
Even a few iconic non-Nintendo characters 
get in the action, with Pac-Man and Mega Man 
entering the fray for the first time and the Blue 
Blur himself. Sonic the Hedgehog, back for an¬ 
other round. If you grew up arguing with your 
friends about which 8- and 16-bit heroes would 
reign supreme in a head-to-head showdown, 
it's hard to imagine a better vehicle for reliving 
those fantasies. 

Remarkable as it may sound, however, that 
huge, star-studded lineup is just the start of 
how Smash Bros, expanded its scope on Wii U. 
With the new character customization, you can 
trick out your favorite fighters with alternate 
moves and stat-boosting equipment, and you 
can bring yourself, your family, and anyone else 
you can dream up into the game by importing 
a Mii avatar. Local games now include up to 
eight players, a hectic and massively enter¬ 



taining boost over the old four-player cap. 
Those who prefer to battle remotely can take 
advantage of the smooth, expansive slate of 
online mulitplayer options. Plus, if you'd like to 
accommodate players of all skill levels, you can 
always try out Smash Run, the heavily random¬ 
ized board-game-style mode that keeps even 
seasoned vets on their toes. 

BEST RACING 

FORZA HORIZON 2 

■ PUBLISHER MICROSOFT STUDIOS 

■ DEVELOPER PLAYGROUND GAMES 



Racing games are becoming more compli¬ 
cated every year, working to bring players 
together online for massive open-world races 
that span continents. Historically, however, the 
best racers have combined a cohesiveness and 
sense of advancement that's hard to accom¬ 
plish in an open-world setting. 

In 2014, one racing title sped ahead of the 
rest: Forza Horizon 2. Set in France and Italy, 
the game expands upon what made the first 
Forza Horizon such a surprise hit. 

The superbly rendered cars zip around 
the gorgeous landscapes where the fictional 
Horizon Festival takes place. Players explore 
the roads around the festival, searching out 
both sanctioned races and random chal¬ 
lenges from other drivers. Winning adds cash 
and sometimes even nets new cars. You can 
build a collection from the extensive stable of 
vehicles, including some of the world's finest 
muscle cars and exotics. 

Players will appreciate the little touches 
that bring the game to life, such as dynamic 
weather and a day/night cycle, both Forza 
firsts. Events appear across the landscape and 
are organized by location, with a separate list 
of objectives in France and in Italy. 

While players going solo will have no 
trouble whiling away dozens of hours on the 
roads between Provence and Tuscany, the 
game really shines online with racing modes, 
such as cross-country and sprints, as well as 
multiplayer-only options like Infected and 
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King. Co-op play, presented as "Bucket Lists," 
offers challenges you can accomplish with a 
friend or a randomly matched online racer. 

Ultimately, Forza Horizon 2 includes every¬ 
thing a premium racer should, offering plenty 
of great cars, tracks, and challenges for anyone 
with the need to burn rubber. 

BEST FAMILY GAME 

LEGO BATMAN 3: 

BEYOND GOTHAM 

■ PUBLISHER WARNER BROS. INTERACTIVE ENTERTAINMENT 

■ DEVELOPER TT GAMES 

| To qualify for this award, a game has to be more 
than family-friendly; it must be fun for every¬ 
one, parents and children, to play together. 

LEGO Batman 3: Beyond Gotham more than 
fits the bill. It plays like a love letter to fans of 
the Dark Knight's comic-book exploits. For 
Batman's 75th anniversary, developer TT Games 
went all-out, offering more than 150 characters 
from the DC Universe. Not only are Batman's 
most famous costumes represented, but there's 
also a deep roster of DC favorites. 

If that isn't enough, there's also a massive 
array of famous locations — the Hall of Justice, 
the Justice League Satellite, and an impressive 
roster of Lantern worlds, among others — for 
our heroes to explore in their bid to stop the 
nefarious Brainiac from shrinking down every 
place they hold sacred. 

Fortunately, an extensive knowledge of DC 
Comics isn't necessary to enjoy the game, but 
an appreciation for the source material and a 


willingness to smash a lot of stuff to collect the 
ubiquitous LEGO studs will make it more fun. 
Be prepared to solve puzzles, build a variety of 
machines, and rescue Adam West. In fact, you'll 
rescue him over and over again! 

Needless to say, the game never takes 
itself too seriously. Even the most villainous 
characters, like the Joker, crack wise at every 
opportunity, making the whole thing come off 
more like the 1960s TV show than the recent 
"why so serious?" Batman flicks. 

To collect and unlock everything, you'll have 
to play through each level more than once with 
different characters, which would be a chore 
if the game weren't designed so well. Like the 
best co-op titles, everything's more fun when 
you experience it with someone else. With all 
that in mind, it's no wonder LEGO Batman 3: 
Beyond Gotham is our clear pick for the best 
family game of 2014. 


BEST SPORTS 

FIFA 2QI5 

■ PUBLISHER EA SPORTS 

■ DEVELOPER EACANADA 

It took a long time for us to catch up with the 
rest of the world, but we at Walmart GameCenter 
think that 2014 was finally the Year of Soccer in 
the United States. Why, you ask? Well, many of us 
on staff have been fans of the beautiful game for 
years, but the 2014 World Cup in Brazil was the 
first time we felt like the rest of America finally 
joined us in donning patriotic scarves, banging 
eagle-adorned drums, and chanting that most 
American of chants: "I believe that we will win!" 
When the U.S. was eliminated in the Round of 
16 against Belgium, the disappointment was 
palpable from sea to shining sea. As Americans, 
we now watch soccer, we play soccer and, most 
importantly, we finally feel the passion. 

We also can't get enough of soccer video 
games, and FIFA 15 was a step forward as bold 
as Lionel Messi dribbling through defenders, 
Neymar dashing toward a helpless keeper, or 
Ronaldo preening for the camera after an unbe¬ 
lievable goal. The game's Emotional Intelligence 
and Team Tactics make footballers react to the 
ebb and flow of a match just like their real-life 
counterparts, even when the action happens on 
the other side of the field. 

When a call doesn't go our team's way, 
we see the chagrin on our players' faces and 
feel their disgust. We can avoid such adverse 
reactions, however, by using the new Team 
Management offerings to create the perfect 
strategy. Sometimes, even the best-laid plans 
come down to a 1-on-1 showdown in front of 
the net, and more than 50 new animations and 
improved Al give us the confidence to stop any 
shot that challenges our keeper. 
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BEST XBOX ONE 

5UN5ET OVERDRIVE 

PUBLISHER MICROSOFT STUDIOS 
DEVELOPER INSOMNIAC GAMES 

The Xbox One had some heavy-hitters in 
2014—including Forza Horizon 2 and Halo: The 
Master Chief Collection— but our vote for its best 
exclusive simply had to go to Insomniac Games' 
original project, Sunset Overdrive. Creating a col¬ 
orful, cheery twist on the apocalypse sounded 
like a somewhat unusual idea at first, but that 
example was just one of many that led it to 
becoming one of the freshest, most fun gaming 
experiences we had all year. Sure, this is the tale 
of a ragtag group of outcast survivors trying to 



win the war against a sea of energy drink-fueled 
mutants—but it was also the story of how any of 
us can rise up to become heroes, no matter who 
we were before. It also didn't hurt that Sunset 
Overdrive featured a great cast of characters, an 
outrageously satisfying array of weaponry, and 
some of the most enjoyable and addictive world- 
traversal mechanics since Sega's Jet Set Radio. 


BEST P54 

INFAMOUS: 

SECOND SON 

* PUBLISHER SONY COMPUTER ENTERTAINMENT 
DEVELOPER SUCKER PUNCH PRODUCTIONS 

The first two inFAMOUS titles reveled in the 
comic-like story of Cole MacGrath, a newly 
minted superbeing fighting a number of super¬ 
baddies. They were great fun, but didn't have 
much to say about the world around us. 
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The first PS4 installment, inFAMOUS: Second 
Son, takes the series to the next level. It adds 
a real-world location (Seattle), a new protago¬ 
nist (Delsin Rowe), and an entirely new set of 
powers based on environmental objects, such 
as smoke and neon, rather than elemental ones 
like fire and ice. The game also tackles such hot 
topics as discrimination, oppressive govern¬ 
ments, and the cost of living in a police state. 

The result? The first game worth the price of 
a PS4. Beautiful graphics, great gameplay, and 
even some fantastic downloadable content in 
First Light add up to an extremely replayable 
experience—one that action-adventure fans 
will appreciate. 


BEET WII U 

5UPER 5MA5H BROS. 

a PUBLISHER NINTENDO 
a DEVELOPER SORA, BANDAINAMCO 

Everything we already touched on in Super 
Smash Bros.'s first award would've made it a tight 
contender for the best Wii U title of the year, but 
what really helped it rise to the top was how 
smartly it made use of all the features of Ninten¬ 
do's latest console. In fact, you might even argue 
that Smash singlehandedly helped expand the 
scope of the system. The game was the very first 


to support amiibo, character figurines equipped 
with special chips that will interact with a wide 
variety of titles going forward in novel ways. 
(Here, they let you train and level up your own 
Al fighters, then play with them or send them 
into battle against your friends'amiibo.) Add in 
one of the most intuitive uses for the GamePad's 
touchscreen we've seen to date—the ability to 
design your own levels just by drawing them— 
and it’s clear that Super Smash Bros, is one of the 
best arguments for the Wii U's standout features. 
As a result, it's currently one of the best reasons 
to own one, too. 


BEST 305 
PERSONA Q: 

SHADOW OF THE 
LABYRINTH 

■ PUBLISHER ATLUS 

■ DEVELOPER ATLUS 



Atlus' Etrian Odyssey has earned a loyal collection 
of hardcore fans that appreciate its retro first- 
person dungeon-crawling, but with Persona Q: 
Shadow of the Labyrinth, a whole new audience 
fell in love with the concept: fans who'll play 
anything with the Persona name on it. This isn't 
a simple cash-in, though—farfrom it.The qual¬ 
ity is evident from the start, with the twisting, 
intimidating mazes found in Etrian fused with 
the intriguing narrative and customizable party 
options of Persona. What's more. Shadow of the 
Labyrinth brought together two of the most 
beloved Japanese RPG casts of the last decade, 
and it was great to see Mitsuru, Junpei, and Yu- 
kari from Persona 3 interacting with the carefree 
mystery hunters of Persona 4 like Yosuke, Chie, 
and Kanji.The game also refines and improves 
upon what you'll find in the Etrian titles, meaning 
that even hardcore players who've poured hours 
into those entries will find plenty new to explore 
here—making this the clear winner as the best 
3DS title of 2014. 


BE5T VITA 

FREEDOM WARS 

■ PUBLISHER SONY COMPUTER ENTERTAINMENT 

■ DEVELOPER SHIFT) DIMPS 

Being handed a criminal sentence of 1 million 
years simply for the "crime"of being born may 
seem like one of the worst worlds to exist in, 
but it's the perfect setting for Freedom Wars, the 
intriguing PlayStation Vita release that put a new 
spin on the multiplayer adventure-RPG genre 
that's become hugely popular in Japan. Brought 
to America by Sony as part of a trio of Vita re¬ 
leases, Freedom Wars is the kind of game that was 
easy for many to overlook, but it was engrossing 
and enjoyable for those who took the time to 
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try it out. While the "work your off your debt to 
society"aspects give the narrative an interesting 
slant, the gameplay is also filled with new ideas 
and player-customization options that really won 
us over—including the Panopticons, the game's 
50 city-states where players battle to raise their 
home territory to the top of the leaderboards. 


BEST PC 

CIVILIZATION: 

BEYOND EARTH 

■ PUBLISHER 2K GAMES 
DEVELOPER FIRAXIS GAMES 

Civilization creator Sid Meier has gone to space 
before in the critically acclaimed Alpha Centauri. 
While Beyond Earth doesn't quite reach those 
lofty heights, it's certainly worthy of the Civiliza¬ 
tion name. The game picks up where Civilization 
I/left off (if you chose the scientific path to suc¬ 
cess), with players blasting into space in search 
of a new home for the human race. 

You'll choose your path in advance by select¬ 
ing sponsors and the type of ship that will carry 


humanity into the unknown—decisions that 
frame the rest of the game. From there, Beyond 
Earth progresses with the familiar turn-based 
strategy of exploration, building, research, and 
combat, albeit with a few twists. 

The game promotes critical thinking and 
problem-solving, and is great fun in both single- 
and multiplayer modes. Sci-fi fans should try 
Civilization: Beyond Earth, our PC game of 2014. 




GAME OF 
THE YEAR 


MIDDLE-EARTH: 

SHADOW QF M0RD0R 


J.R.R.Tolkien is the man who created the mod¬ 
ern fantasy epic. But his works have never truly 
received a videogame worthy of the likes of 
Aragorn, Frodo, and Gandalf the Grey. 

Oh, sure, here and there, we'd seen decent 
efforts, such as EA's standout hack-and-slash 
incarnations of The Two Towers and The Return 
of the King back in 2002 and 2003, respec¬ 
tively. But, by and large, digital incarnations of 
Middle-earth haven't come close to mimicking 
the magic of Hobbiton and the intensity of 
Helm's Deep. 

More importantly, no game based on the 
works of J. R. R. Tolkien has really captured the 
feeling that you're truly inhabiting a living, 
breathing incarnation of Middle-earth. Our 
forays into the world of Lord of the Rings always 
felt more like visits to movie sets instead of a 
virtual fantasy playground. 

Until 2014. 

The folks at Middle-earth: Shadow ofMordor 
developer Monolith Productions promised two 
things: One, they vowed to craft a universe 
and narrative that matched the spectacle seen 
in Tolkien's books and on the silver screen. 

Two, they boasted of an innovative in-game 
system that would make the player's relation¬ 
ships with hordes of enemy Uruks feel like 
organic, evolving rivalries come to life. In an era 
when we hear so many broken promises from 
developers or flat-out hot air at events such as 
the industry's yearly Electronic Entertainment 
Expo, we didn't think Monolith could deliver on 

But it did. Oh, how it did. Everyone on 
the Walmart GameCenter staff had different 
interactions and rivalries with the slobbering, 


stalking hulks found throughout Shadow of 
MordoCs surprisingly diverse landscape that 
spanned iconic landmarks from the Black Gate 
to the Sea of Nurnen. When we took out our 
nemeses, it meant something. It wasn't about 
uncovering the next story beat; it was about 
fulfilling a personal mission to right what once 
went wrong. 

The game wasn't just about going toe-to-toe 
with enemy hordes, though. Shadow of Mordor 
also tugged at the heartstrings with protago¬ 
nist Talion, a valiant Ranger of Gondor who's 
faced unimaginable tragedy. This hero, worthy 
ofTolkien himself, is played with aplomb by 
the versatile Troy Baker. He's an effective lead 


WE CANT WAIT TO 
SEE WHERE SHADOW 
OF MORDOR TAKES 
US NEXT. 


in that he's relatable and grounded, despite 
his otherworldly powers. He made us want to 
explore his backstory and find out what makes 
him tick. 

Here's perhaps the best part of what Shadow 
ofMordor brings, though: a relationship with 
Middle-earth that doesn't have to end with 
the books or Peter Jackson's films. Monolith 
has built a spectacular realization ofTolkien, 
and this nascent franchise promises to pick up 
where Jackson left off. This strong foundation 
is worthy of an engaging new series, and we 
can't wait to see where Shadow ofMordor takes 
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THE WITCHER 3 

WILD HUNT 


BUILDING A BETTER WITCHER 


BY ANDREW FITCH 






COMBAT 15 TOTALLY REVAMPED, AND 
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At December's The Game Awards in Las Vegas, 
CD Projekt RED teased a first in the Witcher 
franchise: a second playable character \nThe 
Witcher 3: Wild Hunt. Fan speculation immedi¬ 
ately gravitated toward the silver-haired Ciri 
— which turned out to be a wildly accurate 
assessment on their part. 

Like the titular Witcher himself, Ciri pos¬ 
sesses potent powers that will bring players a 
different perspective on the adventure. 

"Playing as Ciri adds a lot to the narrative," 
senior art director Michat Krzeminski says.“Be- 
cause of her blood, she's this living weapon 
everyone looks for and everyone wants to 
control." 

Giving players a hands-on look at Ciri's 
point of view isn't a gimmick-based decision 
made late in the development process, 
though. She's long been at the heart of the 
Witcher3 experience. 

"We actually decided to make her play¬ 
able pretty early but waited for a good time 
to make this info public," Krzeminski says. 
"There's one thing you need to remember, 
though:This is still a game about Geralt and 
his journey through this vast, open world. Ciri 
is playable to show you her part of the story 
and to give you a broader perspective." 


IT5 WAY MORE 5PECTACULAR r 

- MICHAL KRZEMINSKIF. SENIOR ART DIRECTOR j$/ ;/ v 


A CIRI-0U5LY 
SPECTACULAR 
PARTNER IN 
ADVENTURE 


■W itcher fans across the world were 
I 111 I disappointed when the third chapter 
in Geralt of Rivia's trilogy hit an un¬ 
expected three-month delay. Players hoped to 
get their hands on The Witcher 3: Wild Hunt, the 
latest entry in the epic action-RPG franchise, in 
February, but now they'll have to wait until May. 
Developer CD Projekt RED, however, wants 
players to know that it has nothing to do with 
improving the core adventure and everything 
to do with making sure that what's already 
there measures up to the promise of the game's 
ambitious open-world concept. 

"The main reason for delaying the game 
was polish,"says senior art director Michat 
Krzeminski. "Creating the world and what 
populates it, developing this giant adventure 
was never an issue. We just want the adventure 
to be as perfect as we can make it, and that 

So, what's been the biggest challenge in the 
long journey to make The Witcher 3: Wild Hunt a 
fitting end for Geralt of Rivia's tale? 

"It's hard to say, because every person 
you ask will have a different opinion. For the 
graphic artists, it was surely delivering the 
visual splendor; for writers, it was keeping the 
story riveting to keep you on the edge of your 
seat," Krzeminski says. "For me, I think the big¬ 
gest challenge was trying to convey what the 
game is through the visual materials me and 
my team make." 

When players do finally experience Geralt's 
latest adventure, Krzeminski says, they'll find 


a streamlined experience that takes the best 
elements of the previous two Witcher titles and 
expands upon them — and turns former weak¬ 
nesses into some of the game's greatest strengths. 

"Combat is totally revamped, and it's way 
more spectacular now," he boasts. "Geralt no 
longer runs around and rolls. He's now a true 
fencer, parries attacks, and uses his blades to 
deflect projectiles.There aren't any more quick- 
time events, and you always have control over 
what's going on." 

The big draw with The Witcher3 has always 
been the promise of an open world said to be 
more than 30 times larger than that of 2011's 
The Witcher 2: Assassins of Kings, but players 
can look forward to more than a larger sense 

"With the open world, you'll get entirely new 
ways to traverse it," Krzeminski says."You'll gal¬ 
lop through open lands, sail the rough seas, and 
dive in search of long-lost artifacts. In essence, 
the freedom you'll get with how you traverse 
the world makes you feel like a real monster 
hunter trying to deliver the head of the beast 
he's been contracted to dispose of." 

All of this, Krzeminski enthuses, adds up to 
an experience that will only be enhanced by 
the extra 12 weeks CD Projekt RED has to make 
the game as good as it can possibly be. 

"Essentially, we could've released the game 
now and let people say,'They could've delayed 
it for a few months, and this would be a gem,' 
or we could delay the game and release a 
gem,"he says.© 
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DYING LIGHT 


FIGHT THE NIGHT 

BY ERIC L. PATTERSON 

Hr 



hen Polish videogame developer 
Techland decided to pass on making 
the sequel to the massively popular 
Dead Island to move on to a totally new project, 
it was somewhat unexpected. When that Unan¬ 
nounced game turned out to be Dying Light— 
itself a first-person open-world zombie-survival 
game — the move was even more puzzling. 

After seeing more of Techland's upcoming 
title, however, the reasons behind that choice 
are clear. Some might think Dying Light is simply 
walking in the footsteps of the team's former 
work, but that couldn't be further from the truth. 

Dying Light's parkour-type movement, a first 
in first-person, open-world games, allows players 
to attack their enemies in new ways, including 
from above. 

Another distinction of Dying Light is the 
game's day/night cycle, something that pro¬ 


ducer Tymon Smektala says changes the game 
completely."! say it half jokingly, but players 
right now expect value in games that they buy," 
Smektala explains. "The day/night cycle allows 
us to almost put two games in one, because 
in Dying Light, when night falls, the gameplay 
changes completely." 

That's a bold and lofty goal, one we might 
have had trouble believing until we played Dying 
Light ourselves. During the day, the game is very 
much like other offerings in the genre, where 
players run around a post-plague landscape 
scavenging for supplies, helping other survivors, 
and generally picking off zombies with ease. 

Then darkness falls. Your movement becomes 
limited due to visibility, the zombies get smarter 
and far more vicious, and the player, who once 
was the hunter, becomes the hunted. 

"It was very important for us to make the 


night a real night. It's not like just daytime with 
a different saturation of colors," Smektala says. 
"It's really dark in our world, so you have to use 
your flashlight to see what's around you. But 
that comes with a cost, because when you point 
a flashlight at the zombies, they'll notice you. 

So, that's another layer of tension added to the 
experience." 

As the horrors, including predators that 
spend their days living in nests, begin to awake 
in the darkness, Smektala hopes that players 
will appreciate some of the smaller thrills those 
changes bring. 

"One stylistic element that I would really love 
to draw players' attention to is the short moment 
just before day turns to night," he said. "The 
whole world turns quiet and zombies — the day 
variations — they go numb, preparing them¬ 
selves for the darkness. It really is chilling." 





LEARNING 
TO SURVIVE 


“IT WAS VERY IMPORTANT FOR US 
TO MAKE THE NIGHT A REAL NIGHT. 

ITS NOT LIKE JUST DAYTIME WITH A 
DIFFERENT SATURATION OF COLORS.” 

- TYMON SMEKTALA, DYING UDHT PRODUCER 




X 


WhileTechland is very clear on how Dying 
Light differs from Dead Island, the studio took 
the lessons it learned from developing ithat 
project, as well as ideas for gameplay ele¬ 
ments that weren't possible before, to create 
this new tale of surviving the undead. 

"After we finished supporting Dead Island, 
we started thinking about our new game 
and created a list of features we'd like to 
see in it,” says Dying Light producer Tymon 
Smektala. "When the list was completed, we 
looked at it, and we realized that it just de¬ 
served a new name — and deserved to be a 

“AFTER WE FINISHED 
SUPPORTING DEAD 
ISLAND. WE STARTED 
THINKING ABOUT DUR 
NEW GAME AND CREATED 
A LIST DF FEATURES WE’D 
LIKE TO 5EE IN IT.” 

- TYMON SMEKTALA DYING LIGHT PRODUCER 
new franchise — because it was so different 
from everything we did in Dead Island? 

It's a noble decision, but a potentially 
crazy one. Many studios would rather stick 
to a recognized name instead of launching a 
new brand. Yet, the men and women of Tech- 
land have the utmost faith in their decision. 

"I'm sure that when we release the game, 
it'll be a huge celebration at our studio, 
because everyone has put a lot of their 
emotions, blood, sweat, and tears into the 
project," Smektala says with a smile. "We're 
very proud of it, and we hope that players 
will appreciate that." 

A tie-in novel,"Dying Light: Nightmare 
Row," will explain what led up to the game's 
zombie infestation, Techland has announced. 
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new kombatants to join the roster, such as Cassie 
Cage (Johnny Cage and Sonya Blade's daughter), 
even while ageless characters like Raiden and 
Scorpion remain in the mix. 

Mortal KombatX also provides variations on 
the characters. Each fighter has three different 
versions that play differently from one another, 
which will allow gamers to change their strate¬ 
gies heading into a match. 

"Scorpion has his Spear move in all variations, 
but if it's Ninjutsu Scorpion, he wants to get 
close because he wants to use his sword," execu¬ 


tive producer Shaun Himmerick says. “If you use 
Inferno Scorpion, that version's better from a 
distance. So, the variations really change how 
a character plays and allows people to find the 
version of a fighter that works for them." 

Even though the final roster will total 
somewhere between 20 and 30 characters, it's 
almost as if you'll have triple that with all these 
variations, giving players plenty of new moves 
and strategies to try to master. In Mortal Kombat 
X, players will fight for the franchise's future like 
never before. S 


n many ways, the developers at Neth- 
erRealm Studios are looking at Mortal 
KombatX as the next generation for 
the beloved fighting franchise. 

This is obvious in one respect, since it's the 
first title on the new generation of consoles. But 
it also plays into the roster itself and the design 
of each character, showing Mortal KombatX is 
ready to bring something new to the table again. 

The first part of this shift forward comes from 
the narrative. The tale unfolds 25 years after 
Mortal Kombat 9, and this leap ahead in time lets 
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CAME 

OF THE 

MONTH 


DRAGON AGE 

INQUISITIONS 


T he ruler with which we size up fantasy role-playing games 
uses two units of measurement: quality of narrative content 
and quantity of life-consuming padding — that is, side-quests 
— it boasts. The subset of gamers most attracted to the likes of Skyrim, 
Final Fantasy or, in this case, Dragon Age: Inquisition, typically prefer 
one or the other, if not both. So, if a developer can deliver each in 
equal measure, well, it can pretty much claim to have something for 
everyone. 

Such is the case with round three in BioWare's fantastical world of 
swords and sorcery. While not quite the fully immersive slice of land 
that Skyrim lets players inhabit, Inquisition is still suitably epic in size and 
scale, as genre fans often demand. Instead of a seamless open world to 
traverse from end to end, players will find a cluster of impressively huge 
and varied environments — including a desolate, sandy landscape; a 
stormy coast; and a vertical map inspired by Utah's Canyonlands — 
connected only by locations on the world map that comprises the third 
Dragon Age. Quest-giving denizens populate these forests, swamps, 
deserts and snow-coated locales. The residents of Thedas have no short¬ 
age of chores and favors with which to saddle players in exchange for 
experience and gold.The most meticulous adventurers will plug well 
over 100 hours into Inquisition before they've slain every dragon and 
delivered every dead lover's letter. 

To many, this lengthy investment, squeezing the value out of every 


44 ®Bme center 














r BUY THIS CAME NOW at WALMART and WALMART.COM 



penny, is the most appealing aspect of the game. The heart and soul 
of the series, however, has always been its storytelling, and Inquisition 
shines just as brightly as its predecessors. As before, multiple narrative 
threads weave in and out of one another, from character-driven ground- 
level matters to political affairs and, of course, the requisite Big Bad, who 
is out to bring about doom and gloom and the end of life as we know 
it. This last part is easily the least interesting of the bunch, but another 
roster of well-written companions to converse with between battles 
more than makes up for the rote. 


FORTUNATELY, DRAGON AGE: INQUISITION 
IS JUST THE SORT OF RICHLY DETAILED 
l FANTASY WORLD YOU'LL HAPPILY CALL 
| HOME FOR A SPELL 




As far as combat goes, Dragon Age: Inquisition's mechanics — funda¬ 
mentally modeled after those in massively multiplayer online RPGs, with 
a persistent attack and several abilities to cycle through, Simon- style, as 
they pop from cooldown — succeed not because they're all that inter¬ 
esting or engaging, but because they don't get in the way. Combat is 
innocuous. It plays its role, then slips back behind the curtain unnoticed. 
And even though the much-vaunted return of the tactical camera might 
seem like a game-changer, it doesn't amount to more than a glorified 
pause button. 

But that's OK, because while spilling the blood of beasts and bandits 
might be a requisite part of the RPG grind, it's not at all what makes 
Dragon Age: Inquisition so compelling. BioWare's focus here is explora¬ 
tion of the world itself and the people populating it and both benefit 
from what elevates all good fantasy: mystery and the unexplained. 
There's just enough lore subtly peppered through dialogue and supple¬ 
mentary text for players to have an idea of what this or that means, 
but not enough to rob the inherent fun and intrigue generated by the 
not-quite-known or even full-blown unknown. Really, the finer details 
don't matter, because in the end, none impact the tale being told. Their 
just-out-of-reach answers take on the same accentuating nature as a 
well-furnished room; the absence of detail is always far more conspicu¬ 
ous than its presence. 

Fortunately, Dragon Age: Inquisition is just the sort of richly detailed 
fantasy world you'll happily call home for a spell. 0 
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THE LEGEND OF ZELDA" 
MAJORA'S MASK 3D 


□ BROUGHT TO YOU BY PRIMA GAMES 


BOSS BATTLE TWINMOLD, GIANT MASKED INSECT 


□ 


Link lands in a sandy expanse and is welcomed 
by the roar of a mighty monster. Make that two 
monsters, for it's none other than the giant 
masked insect, Twinmold! 



Twinmold is actually two bosses in one: two 
giant, flying centipedes that emerge from the 
surrounding sands. Each Twinmold flies through 
the sky for a time and then dives back into the 
dunes. Aim manually at the blue Twinmold first 
(don't use (-Targeting), and shoot regular arrows 
at the big yellow eyes on its underbelly as it flies 
through the air. 



RED TWINMOLD’S 
RAMPAGE 

The red Twinmold occasionally 
flies low to the ground in an at¬ 
tempt to ram you. As you battle 
the blue Twinmold, stay mobile to 
avoid being rammed. 


Once you put out all of the blueTwinmold's big yellow eyes, the monster collapses to the ground. 
Now's your chance! The blue Twinmold's main eyeball pops out, and the monster slinks around 
helplessly in a circle. Shoot its weak point repeatedly with Light Arrows to inflict maximum damage 
while you have the chance. 

If the blue Twinmold survives and recovers, resume shooting out its big yellow eyes with arrows to 
knock it back down. Punish the weak spot each time until you at last manage to slay the blue Twinmold. 



GIANT MIGHT 

After the blue Twinmold falls, a chest suddenly 
appears on the arena's central platform. Hurry 
over and open it to claim the Giant's Mask. 

DUNGEON CHEST #24: 

} Giant's Mask 



W 


GIANT’S MASK 

You got the Giant's Mask! Within this mask lies the might of a giant. Could this 
give you the courage to face gigantic enemies? 



Smash the platform's big green jars for Magic 
Jars if you need magic power, then put on the 
Giant's Mask. Link transforms into a massive 
warrior, gaining the strength he needs to take 
on the red Twinmold. 


TM&© 2015 Nintendo. 



These Guides are available at Walmart and Walmart.com 
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MORE MAGIC 

Link's magic power steadily drains 
while he wears the Giant's Mask. 
Being forced to take off the Giant's 
Mask at the wrong moment can 
be troublesome, so try not to run 
out of magic power. Whenever 
you fall below half, look for a good 
chance to take off the Giant's Mask 
and quickly smash the central 
platform's green jars for Magic Jars, 
i, Slap the Giant's Mask back on again 
pi afterward, and continue the fight! c 




The Giant's Mask lets you batter the red 
Twinmold with devastating blows. Unleash a 
barrage of punches at the red Twinmold each 
time it passes by, sidestepping its fireballs and 
striking the boss from the side as it flies past. 


Keep battering the red Twinmold 
with Giant Link's heavy blows until 
the monster finally collapses. Take 
that, Twinmold! Hurry i 
its tail, and notice that you can 

Press A and grab the red 
Twinmold's tail before it recovers, 
and Giant Link takes the monster 
for a spin. The move inflicts great 
damage, but the red Twinmold 
doesn't go down without a fight. You'll 
need to stun it and swing it by its tail four 
times to win the battle. 


These Guides are available at Walmart and Walmart.com 


Walmart ?Jc 
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DYING LIGHT 

E] BROUGHT TO YOU BY PRIMA GAMES 


10 TIPS THAT MIGHT SAVE YOUR LIFE 


1 AIM FOR THE HEAD 

The Infected go down quickly if you land headshots time and time 
again. Don't miss! You can also aim for the neck if you have a good 
slashing weapon. 

2. DOWN BUT NOT OUT 

Just because an Infected falls down doesn't mean that it's no longer a 
threat. Enemies that take leg injuries fall, but can grab you and get a little 
bitey. Watch for movement on the ground or look for XP when an enemy 
falls. If you didn't get XP, you didn't get a kill. Give them a double tap on the 
ground to finish the job. 



3 AMMUNITION IS PRECIOUS 

Save your ammo for enemies that are extremely dangerous to approach. 
Shoot Gas Tanks to detonate their explosive cylinders, blow down Goons 
without getting into melee range, and take out Rais'gunners without 
giving them a chance to fire back. 



4 LOOT EVERYTHING 

A large stockpile of crafting components allows you to create a variety 
of weapons and general items. The more you loot early on, the better off 
you'll be later in the game. 



5 DON'T FIGHT FAIR 


Some enemies can't climb, are too large to go through doors, or lack 
ranged weapons. Never forget this. Hide in small places to avoid Demol- 
ishers, and climb to elevated positions to avoid Biters and Goons. Do all 
that you can to gain an advantage when you're dealing with mindless 
horrors. Exploit every weakness! 



6 PLAY IT SAFE, AT FIRST 

Until you get a number of Agility Ranks, stay inside at night and use Safe 
Zones to quickly sleep until morning. That's the safe way to hurry through 
the dangerous times without facing deadly Volatiles. 
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7 EXPLORE THE DARK, LATER 

Once get those Survivor and Agility Ranks and have learned how to use 
traps (such as Explosive Cars), start to venture out into the lovely Harran 
night. Though quite dangerous, the Pursuits you experience are fun and 
often get you a huge amount of fast experience when you're able to 
survive them. Think of night runs as a way of proving that you've learned 
how to dominate in Harran rather than merely survive. 


8 GET TO THOSE AIRDROPS 


This also gets you to a new day, when the Quartermasters restock and let 
you grab more free goodies. If you're low on basic weapons and supplies, 
this is a great way to restock on the cheap. 


Blueprints improve every high-end weapon you find. The enhancements to 
weapons' base damage and the added elemental effects ensure that you 
can hack through Infected like no one else. 


10 DO THE SIDEQUESTS 


Airdrops won't last forever. If you see a plane fly overhead, race after it and 
look for the crates that are dropped into the city. Get to these and defeat 
any of Rais' people who show up. The supplies inside are valuable. There 
are several things you might get, and all of them are useful! 


Side Quests are the best 
way to keep your XP as 
high as possible. You get 
many rewards for doing 
these optional tasks, but 
that's not even the best 
reason for doing them. 

There are many stories in 
Harran that you won't get 
to see if you race through 

the game. Take your time, and you might get to save far m 
Harran needs your help. 
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ONE ©ONE WITH 

PHIL ROBB 

CREATIVE DIRECTOR, CO-FOUNDER / TURTLE ROCK STUDIOS 


T urtle Rock might be known for 

delivering standout multiplayer ex¬ 
periences, but creative director and 
company co-founder Phil Robb knew the 
company would have deviate from its previ¬ 
ous formulas to make a splash. So, instead 
of four players taking on hordes of enemies, 
Robb contemplated having just one really 
big monster. Enter Evolve. We sat down with 
him to get the lowdown on an engaging 
shooter that seems primed to be the next 
big multiplayer gaming experience. 


WGC: Multiplayer gaming has been rather 
stagnant for a while, which makes what you 
guys are doing with Evolve all the more excit¬ 
ing. Do you think you might start a new trend 
with 4-on-1 asymmetrical multiplayer? 

Phil Robb: The industry has done it the old way 
so much that I felt like we needed to expand and 
try something new, and that's really whatTurtle 
Rock set out to do. We wanted to have a different 
experience, a new experience. There aren't really 
many games out there that were giving us that. 
So, we figured, why don't we make it? I think a 
lot of that will depend on how well Evolve does. If 
people really like it and embrace it the way they 
have so far, then maybe we'll see more of it. Even 
if not, we're happy to have our little space. 

WGC: Can you tell us more about what went 
into the balancing for Evolve? 

PR: We balance mainlyjust by playtesting.There 
are two aspects to the playtesting. There's the 
aspect of perception where we basically play it 
but also have other people play it and ask them if 


whatever reason. I've played the game solo a 
lot mainly because of time restrictions. I'm not 
always available for the public playtests that 
we do in the studio, so I'll just jump on and play 
solo. The other thing is a lesson we learned 
working on Counter-Strike. I can use myself an 
example. I didn't like Counter-Strike. Back in the 
day, there was this huge learning curve. And 
then we did Condition Zero, where we basically 
allowed people to play Counter-Strike with bots. 
At that point, Counter-Strike opened up for me, 
because I could get in and practice and learn 
and get that multiplayer experience without 
the intimidation or humiliation factor that could 
come from playing online. And, as time went on, 

I got more confident and then started having fun 
with Counter-Strike. So, I think giving players a 
gateway to ease into that is a good thing. 

WGC: You've said Goliath is your King Kong/ 
Godzilla monster, and Kraken is your Cthulhu 
monster. Who does the third monster. Wraith, 
most emulate? 


"WE WANTED TO HAVE A DIFFERENT EXPERIENCE, A 
NEW EXPERIENCE.THERE AREN'T REALLY MANY GAMES 
OUT THERE THAT WERE GIVING US THAT." 


they had fun. We ask what they liked, what they 
didn't like. Then there's the telemetry aspect. 
Most of the matches that we run, we're gather¬ 
ing metadata to see if the perceptions match 
up with the numbers. For example, everyone 
thought Lazarus was overpowered, so we went 
back to the data, and we looked at the numbers, 
and we saw he was all right. So, the telemetry 
allows us to take the perceptions and address 
them in a factual way. 

WGC: Even though the focus is on multiplayer 
with Evolve, you also have a solo mode. Can 
you tell us why you wanted to include that? 

PR: It goes back to Left4 Dead. We felt it was 
important to be able to experience the game, 
even if you can't connect with others for 


PR: The inspirations we took for Wraith, visu¬ 
ally, were mermaids mixed with snakes and 
cobras. We wanted Wraith to be the assassin, 
whereas Goliath is the fighter and Kraken is 
the wizard. She's light and fast and doesn't 
have a lot of health or staying power, but she 
makes up for that in sneakiness and mobility. 
So, with her, you can think of all those classic 
mythological monsters like harpies and sirens 
and things like that. 

WGC: What other games are you playing right 

PR: I've been playing Destiny a lot. My oldest son 
really wanted it for his birthday, so we got the 
white PS4 bundle, and we've been playing that 
a good bit.O 



OCCUPATION 

CREATIVE DIRECTOR, EVOLVE 
GAME HIGHLIGHTS 

LEFT 4 DEAD, COUNTER-STRIKE: SOURCE, 
COMMAND & CONQUER: RED ALERT2 
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